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BOARD GAME APPARATUS

CROSS-REFERENCE TO RELATED APPLICATION

[0001] The present Application is related 1o Provisional Patent Application
entitled “A Board Game Apparatus” filed 25 February 2010 and assigned filing
number 2010-300801, assigned to Prompt Management Pty Ltd., incorporated herein

by reference in its entirety.

FIELD OF THE INVENTION

[0002] The present invention relates to the field of educational toys. More
specifically, the invention relates to a portable, interactive and immersive educational
toy which employs matching of shapes or forms and is suitable for children and
teenagers for playing and/or learning, and children with visual, and/or auditory, and/or

developmental disabilities.

BACKGROUND OF THE INVENTION

[6603] Conventionally, most children have used or are familiar with a toy
comprising a board having multiple geometric holes or recesses which is used by
inserting corresponding mating male forms with matching geometric shapes into the
respective recesses. The geometric shapes can be circular, square, triangular,
hexagonal, and the like. These toys help children to become aware of the shapes by

mserting the male forms into the correct respective recesses.

f0004] As example of the known art, reference is made to U.S. Patent No.
4,609,356 wherein an education kit has been disclosed. The education kit has pieces
of toy or other pattern, a tray board and plurality of templates or representation. A
magnet is placed in the base of the board assembly which closes a switch. A timing
signal and audio signal indicating to the child that he or she has made a correct
placement are also provided. A board pattemn that can be reprogrammed for different

representations is also provided.

[0005] Again, in U.S. Patent No. 4,952,153, a surface magnetic toy is disclosed.
'The magnetic toy has a magnetic base to temporarily attach the surtace board. The

surface board has plurality of metallic perforation for the reception of the
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corresponding shape of magnetic toy piece. The perforated places on surface board

are color-coded to teach color recognition.

[0006] Similarly, in U.S. Patent No. 4,403,965, an electronic teaching apparatus
is disclosed. The electronic teaching apparatus has pictorial representation on a game
board. Some flexible overlays are arranged or assemble on the board, which gives
speech recognition for each pictorial representation. It is assembled in portable case
for portability of the gaming apparatus. It is enabled with an integrated circuit for
speech recognition and for identifying the proper sequence of the words by audio

means.

[0607] U.S. Patent No. 4,348,191 disclosed an electronic game board apparatus
having a game board base, an activity game board and game pieces or blocks. The
activity game board has different arcas which recognize a different environment.
When a game piece 1s emplaced at an appropriate location on the activity game board,
the game board apparatus will emit realistic sounds similar to the environment. An
electronic circuit is disposed within the game board, the circuitry responding to each
movement of the game picece by triggering to similar sound effect. A built-in chip can
be programmed to configure different sound as per the environment embedded on the

board.

[0008] While the above apparatuses have been used for many years in various
arrangements, most of them suffered from a number of drawbacks. First, these toys
do not generate much attention from the children, possessing very low interest in
puzzles or challenges which involve the use of spatial abilities. Second, even an
interested child can get tired of the same activity because a particular activity can be

easily learned and mastered.

[6009] In light of the above discussion, there is a need of an invention which
overcomes the above stated shortcomings and provides a game device which retains

the attention of a child for longer periods of time.
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BRIEF SUMMARY OF THE INVENTION

[0010] 'T'he present invention is directed to a board game apparatus. The board
game apparatus includes a board game base, various activity game boards, and
multiple game picces which can be positioned on the board game base in a variety of
different positions. The game piece may include a programmable memory chip which
encompasses the characteristics and related movements or actions of the game piece
when it comes into range of the board game base and its corresponding activity game
board. The board game base includes multiple predefined positions on the board.
Each of the predefined positions has one or more attributes which are matched with

one or more attributes of one or more multiple game pieces.

[0011] The board game apparatus further includes a feedback facility for
providing a sensible indication when one or more game piece is positioned on the
activity game board supported on the board game base. In an exemplary embodiment
of the present invention, the feedback facility is configured 1o provide a unique
sensible indication, or an indication of a mismatch, of the attribute of the game piece

with the position of the game piece on the activity game board.

[06012] In an embodiment of the present invention, component electronics
commence interaction with each game piece using programmed commands stored in
the board game base to respond to the placement of each of the game pieces on the |

activity game board.

[6013] These and other systems, methods, objects, features, and advantages of
the present invention will be apparent to those skilled in the art from the following
detailed description of the preferred embodiment and the drawings. All documents

mentioned herein are hereby incorporated in their entirety by reference.

BRIEF DESCRIPTION OF THE DRAWINGS

[0014] The systems and methods described herein may be understood by

reference to the following figures:

[6015] FI1G. 1 illustrates a board game base with an active layer, in accordance

with the present invention;

[0016] - FIG. 2is an isometric diagrammatical view of the board game base of

FIG. 1;



WO 2011/107888 PCT/1IB2011/000884
[0017] FIG. 3 is a cross sectional view of the board game base of FIG. 2;

[0018] FIG. 4 is a cross sectional diagrammatical view of a board game
apparatus in accordance with an aspect of the present invention, showing a game
piece on an activity game board, the activity game board emplaced on the active layer
of the board game base of IFIG. 1;

[0019] FIG. 5 is a diagrammatical rendering of a plurality of game pieces placed
on an activity game board, in accordance with the present invention;

[0020] FIG. 6 is a diagrammatical rendering of the game pieces of FIG. 5 shown
in different positions on the activity game board;

[0021] F1G. 7 is a detailed diagrammatical plan view of an active layer

containing an array of graticules, in accordance with an aspect of the present

mvention;

[0022] FIG. 8 is a detailed diagrammatical view of an individual graticule of
FIG. 7;

[0023] F1G. 9 is a diagrammatical view of an activity game board placed on the
active layer of FIG. 7;

[0024] F1G. 10 is a flow diagram illustrating operation of a game played using
the board game apparatus of FIG. 4;

[0025] FIG. 11 is a diagrammatical view of a game piece for use with the board
game base of FIG. 1;

[0026] FIG. 12 is a diagrammatical view of two different game pieces placed on
an activity game board supported by the board game base of FIG. 1;

[0027] FIG. 13 is a diagrammatical plan view of an exemplary embodiment of
an activity game board;

[0028] FIG. 14 is a diagrammatical view of the activity game board of FIG. 13,
showing a light being activated under a game picce correctly placed on the activity
game board;

[6029] FIG. 15is a diagrammatical plan view of an activity game board having

a jungle theme;
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[0030] FIG. 16 is an isometric view of a set of animal game pieces adapted for

use with the activity game board of FIG. 15;

[0031] FIG. 17 is a diagrammatical plan view of an activity game board having

a pirate theme;

[0032] FIG. 18 is an isometric view of a set of game pieces adapted for use with

the activity game board of ¥IG. 17;

[0033] F1G. 19 is an isometric diagrammatical view of the board game base of

FIG. 1 as may be adapted for use with an external monitor;

[0034] FIG. 20 is a cross sectional diagrammatical view of an alternative
embodiment of a board game apparatus of the present invention, showing an

interactive game board disposed on the active layer of the board game base;

[6035] FIG. 21 is a cross sectional diagrammatical view of another alternative
embodiment of a board game apparatus of the present invention, showing a touch

sensitive surface disposed on an activity game board;

[0036] F1G. 22 is a cross sectional diagrammatical view of yet another
alternative embodiment of a board game apparatus of the present invention, showing

an active layer comprising a processor, a battery, and a speaker; and

[6037] FIG. 23 is a cross sectional diagrammatical view of still another
alternative embodiment of a board game apparatus of the present invention, showing

an mactive activity game board with a felt base layer.

[0038] While the above-identified figures set forth preferred embodiments of the
mvention, other embodiments are also contemplated, as noted in the discussion. In all
cases, this disclosure presents the present invention by way of representation and not
limitation. [t should be understood that numerous other modifications and
embodiments can be devised by those skilled in the art which fall within the scope

and spirit of the principles of this invention.
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DETAILED DESCRIPTION OF THE INVENTION

[6039] It should be understood that the system components described herein
have been represented where appropriate by conventional symbols in the drawings,
showing only those specific details that are pertinent to understanding the present
invention so as not to obscure the disclosure with details that will be readily apparent

to those of ordinary skill in the art having the benefit of the description herein.

[0040] In this document, relational terms such as “first’ and "second,’ and the
like may be used solely to distinguish one entity or action from another entity or
action without necessarily requiring or implying any actual such relationship or order
between such entities or actions. The terms “comprises’, ‘comprising’, or any other
variation thereof, are intended to cover a non-exclusive inclusion, such that a process,
method, article, or apparatus that comprises a list of elements does not include only
those elements but may include other elements not expressly listed or inherent to such
process, method, article, or apparatus. An element proceeded by “comprises... a”
does not, without more constraints, preclude the existence of additional identical

elements in the process, method, article, or apparatus that comprises the element.

[0041] Referring now to Figures 1 - 3, there is shown a board game base 10,
generally rectangular in shape and comprising a game platform 20, with a front rail
22, a back rail 24, and a divider 16 gencrally enclosing the game platform 20. The
board game base 1) further includes an end rail 18 disposed so at to define a storage
recess 28 in the board game base 1 adjacent the game platform 20. A storage lid 38
may be provided to cover the opening of the storage recess 28 to prevent the contents
of the storage recess 28 from falling out when the board game base 10 is transported.
The board game base 10 includes a left support 12 extending from the game platform
and a right support 14 extending from end rail 18 so as to keep the game platform 20

raised from an underlying supporting surface.

[6042] The surfaces of the front rail 22, the back rail 24, and the divider 16 are
generally raised from a platform surface 32 to form a shallow wough. An active layer
3¢ may be secured on the platform surface 32 to enable game play, in accordance with

an aspect of the present invention.
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[0043] As shown in the simplified cross sectional diagram of Figure 4, a board
game apparatus 5 includes one or more game pieces 52 used with the game platform

- 2¢. The game platform 20 includes a card slot 34 in the divider 16 configured to
retain an activity game board 36 placed on the active layer 30 and to electronically
couple the activity game board 36 to a central processing unit (CPU) 40. During

game play, the game pieces 52 may be moved, as indicated by the arrows, along a
gaming surface 38, that is, the top surface of the activity game board 36. The active

layer 30 functions in conjunction with the CPU 40 provided in the game platform 20.

[6044] The CPU 40 is in electrical communication with an activity game board
detector 42, which serves to detect the insertion of the activity game board 36 and,
once inserted, to identify the particular activity game board 36. The game platform 20 -
includes a power source 44, such as a rechargeable battery, for powering the CPU 40
and the card detector 42. A sound generating device 46, such as an audio speaker,

may be provided to produce audible sounds produced by the CPU 46. An external

port 48 may also be provided to enable the CPU 40 to communicate with external
electronics, such as a monitor, shown in Figure 19, below. The CPU 40, the activity
game board detector 42, the active layer 30, and the sound generating device 46 work
in conjunclion with each other to make interactive the game associated with the

particular activity game board 36 selected by the child or the parent.

[0045] As shown in Figure 5, game pieces 54, 56, and 58 have been placed on
the playing surface of an activity game board 60. It should be understood that the
game pieces 54, 56, and 58 are shown having cubic shapes for clarity of illustration
and that, in general, a game piece suitable for use with the board game base 10 may
comprise any shape envisioned by a game desig.ﬁer. In the illustration, the first game
piece 54 has been moved along the activity game board 60 to a first desired location,
and has caused a first light 62 to emanate from the active game surface 30, as
described in greater detail below. In Figure 6, the second game piece 56 has been
moved along the activity game board 60 to a second location which results in a
second light 64 emanating from the active game surface 30, and the third game piece
58 has been moved along the activity game board 36 to a third location producing a

third light 66 emanating from the active game surface 30.
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[0046] In an exemplary embodiment of the present invention, the game pieces

52, 54, and 56 can interact with the active layer 30 using a magnetic or conductive or
RF1D contact which creates electronic connections among the game pieces 52, 54,

and 56 and the active layer 30. It may be noted that the game pieces 52, 54, and 56
can interact with the active layer 30 by using a suitable technology presently known in

the art.

[0047] As shown in Figure 7, the active layer 3¢ includes an array of graticules
70, here shown as a substantially rectangular array, although any other geometric
configuration of a plurality of graticules 70 can be used in the present invention. As
shown in Figure 8, each graticule 70 includes a magnetic sensor 72, a light source 74,
and an antenna 76. The magnetic sensor 72 may comprise, for example, a reed switch
or a Hall-effect sensor. The light source 74 may comprise a light-emitting diode
(LED), and the antenna 76 may comprise a radio-frequency identification (RFID)
antenna. Each graticule 70 thus funclions as a sensor to detect the presence of a game

piece, as described in greater detail below.

[0048] As shown in Figure 9, the selected activity game board 36 is positioned
over the active layer 30 for game play. The activity game board 36 includes a
geometric pattern, a plurality of images or figures, or some other game-related
illustration that includes one or more predefined locations related to game play, such
as exemplified in Figures 13, 15, and 17, below. The activity game board 36 includes
a dedicated graticule 80 that functions to identify the particular activity game board
36 to the activity game board detector 42. The dedicated graticule 80 may include an
RFID antenna 82 and an RFID chip 84 to provide a means of electronic coupling
between the activity game board 36 and the activity game board detector 42. It can be
appreciated that the activity game board 36 is complimentary to the game pieces. By
inserting the activity game board 36 into the divider 16, the CPU 40 responds by
interacting with each game piece using programmed commands stored in memory to

respond to the placement of each game piece on the activity game board 36.

[0049] For example, upon detection of the activity game board 36, the CPU 40
may function to retrieve a gaming configuration for the activity game board 36 and
generate a mapping between the context of a game defined by predetfined areas on the

activity game board 36 and the array of graticules 70 in the active layer 30. It can be

8
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appreciated by one skilled in the art that, when the activity game board 36 is removed
and replaced with a new activity game board (not shown), the CPU 40 function to
retrieve a new gaming configuration for the new activity game board and generate a
new mapping between predefined areas on the new activity game board and the array

of graticulcs 70 m the active layer 30.

[0050] Game play may be conducted in accordance with a flow diagram 90 in
which a game surface is provided for game play, the game surface overlying an array
of graticule sensors, such as RFID and magnetic sensors, at step 92. In an exemplary
embodiment, the activity game board 36 may be placed over the active layer 30 to
function as a game surface overlying a sensor array of RFID and magnetic sensors. A
game piece having an embedded identifier, such as an RFID chip and/or a magnetic
target, may be provided to effect game play, at step 94. The game piece 100 may be

configured as shown in Figure 11.

[0051] In an exemplary embodiment, the game piece 100 may include a
geometrical body 102 attached to a base 104. The base 104 may include an RFID
antenna 112, a magnetic particle 116, and an optional programmable memory chip
114 functioning to provide sensor identity of the game piece 180. The programmable
memory chip 114 encompasses the characteristics and related movements or actions
of the game piece 100 when moving into range of any of the graticules 70 embedded
in the active layer 30. The movement of the game piece 100 across the activity game
board 36 may thus be sensed by an interaction of the programmable memory chip 114
embedded in the game piece 100 with a sequence of graticules 70 in the active layer
30, at step 96. As shown in Figure 12, the game piece 100 has been moved 1o a
“correct” location on the activity game board 36, and has elicited a response from an

underlying graticule 70a.

[0052] ‘The magnetic sensor 72a in the graticule 70a has detected the presence of
the game piece 100 by sensing the presence of the magnetic particle 116. Moreover,
the antenna 76a has identified the game piece 100 by reading the programmable
memory chip 114 via the RFID antenna 112. Game play ihc-n provides at least one of
(1) a sound from the sound generating device 46, or (ii) a visual response from the
light source 74, when a game piece has moved to a correct location on the activity

game board, at step 98. In the particular example provided, the light source 74a has

9
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illuminated in response to the identification of the game piece 100 at the graticule

76a. In comparison, the placement of a game piece 120 at a graticule 7Gb has elicited
no response from a light source 74b, because the game piece 120 is in an “incorrect”

location on the activity game board 36.

[06053] In an exemplary scenario, the colours of the game piece 54, game piece
56, and game piece 58 are red, blue, and green, respectively. Each of the game pieces
54, 56, and 58 can have respective predefined positions on the activity game board 36
or over the active layer 30. If a child/infant picks the game piece 54 and tries to place
the game piece 54 on its predefined position on the activity game board 36, the
activity game board 36 may beep and may also generate a lighting signal (shine). In
another exemplary scenario, the child may not be able to identify the predefined
position of the game piece 54 on the activity game board 36 and may try to place it on
the position of the game piece 56. In this scenario, the active layer 30 may generate a
whistling sound. Similarly, if the child tries 1o place the game piece 56 in the
predefined position of the game piece 58, then the active layer 3¢ may generate a

chirping noise.

[0054] In an exemplary embodiment of the present invention, the game piece
100 generates a beep noise when placed on a correct predetined position. In another
embodiment of the present invention, the game piece 160 generates whistling and
chirping sound when placed on a wrong predefined position. In yet another
embodiment of the present invention, the game piece 100 generates a beep when
placed on a correct predefined position and the active layer 30 generates chirping and

whistling sound when the game picce 100 is placed on wrong predefined positions.

[0055] In an embodiment of the present invention, the activity game board 36
may have one or more predefined positions for cach of the game piece 100 and the
game piece 120. In yet another embodiment of the present invention, the game piece
100 itselt may have an LED (not shown). In this embodiment, the LED niay light up

or flash when placed on a “cotrect” predefined position.

[0056] It may be noted that the above stated embodiments have been explained
by taking the example of game picce 54, game piece 56, game picce 58, game picce

160, and game piece 120. However, those skilled in the art would appreciate that the

10
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present invention can have multiple game pieces and the activity game board 36 can
have one or more predefined positions for each of these game pieces. Further, in the
above stated scenario, the game piece 54, the game piece 56, and the game piece 58
have functioned to generate beeps when placed in the correct predefined positions.
However, those skilled n the art would appreciate that another audio signal, or any
other type of signal presently known in the art, can be generated to indicate the correct
placement. Similarly, apart from whistling and chirping, some other kind of audio

signal can be generated to indicate the incorrect, or nearly incorrect, placements.

[0057] In all the above stated scenarios, the child will be able to identity the
predefined position on the activity game board 36 of each of the game piece 54, game
piece 56, and game piece 58 by comparing the attributes of the game pieces and their
respective predefined positions on the activity game board 36. The attributes can be
colour, shape, size, and the like. For example, the predefined position for the red
game piece 54 on the activily game board 36 can be red in colour. The child may
identify the “red position” on the activity game board 36 and may try to place the red

game piece 54 on the red position.

[0058] In an embodiment of the present, the activity game board 36 defines each
game and determines the use of the game pieces. For example, for each different
game there is a different activity game board and different game pieces. Inan
embodiment of the present invention, the activity game board 36 sets out a game, and
provides the commands for the active layer 30,. pending the placement of the game

pieces.

[0059] Once the activity game board 36 has been inserted, the child will try to
place the game pieces at appropriate positions. Every time a game piece is placed on
a correct location, the active layer 30 generates a sound or light or combination of
both to indicate the correct placement. In addition, on every unsuccessful attempt
(i.e., the placement of game piece at wrong position), the active layer 30 generates a
sound or light or any other signal to indicate the wrong position. These signals will

help the child to place the game pieces at a{ppropriale places.

[0060] In an embodiment of the present invention, the active layer 30 also

generates a scorecard (not shown) showing the number of unsuccessful attempts by

11
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the child after the placement of each of the game piece. This scorecard will help the
parents to check the performance of their child. In an embodiment of the present
invention, the active layer 36 may also generate a signal or noise for continuous
predefined number of unsuccessful attempts. For example, the child may not be able
to place a particular game picce at a correct position in five attempts. This may

signify that the child is finding it difficult to place the particular game piece. In this

case, the active layer 36 may generate an alarm sound for the parents to help the child.

[0061] In an embodiment of the present invention, once all the game pieces have
been placed in their respective positions, the active layer 30 may generate a unique
sound which indicates that the child has completed the game. In this scenario, the
parents can insert any new activity game board. In an embodiment of the present
invention, when the game pieces are not in use, they can be placed in the storage
recess 28. In an embodiment of the present invention, the storage recess 28 is
removable. In an embodiment of the present invention, there can be different activity

game boards for different games provided with the board game base 14.

[6062] As shown in Figure 13, a new activity can be started on a different
activity game board 124. In this new game, the correct move may signal a sound and
corresponding colour, and the wrong move may trigger a reverse colour 126 and a
negative sound, as shown in Figure 14. As mentioned above, in all the above stated
embodiments, the positive signals and negative signals can be generated by any of the

technologies presently known in the art.

[0063] As shown in Figures 15 and 16, the board game apparatus of the present
invention can be used to help a three to five-year old develop a recognition of animals
and their characteristics. The child is provided with a set of animal puzzles, each
conlaining a plurality of puzzle picces, such as a rhino puzzle 132, a tiger puzzle 134,
and a monkey puzzle 136. To begin the game, the child slides in a Sahara-designed
activity game board 130. The child may be prompted by the activity game board 130
to pick up a puzzle piece component from one of the animal puzzles 132, 134, or 136,
and place it on the activily game board 130 to try and assemble a complete animal
character puzzle. The board may acknowledge the animal selected and the particular
body part that the child has emplaced on the activity game board 130, via an audio

cue.

12
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[0064] The child is encouraged to add another puzzle piece to continue assembly
of the animal character. Again, the activity game board 130 may acknowledge the
animal and the second body part via an audio cue. The child is prompted to complete
the animal puzzle correctly, and is rewarded through visual cues and sound effects
from within the activity game board 130. I an incorrect piece is placed, the child is
notified, again, through visual cues and sounds triggered within the activity game
board 130. The child is prompted to place the completed animals in various sections
of the activity game board 130 set aside for the particular animal. For example, the
rhino 132 may be positioned by a pond, the tiger 134 may sit on a rock, and the
monkey 136 may remain in the grass. The animal pieces designated for a particular
game work only with the associated activity game board. The child can remove all of
the play pieces, put them back in their case, and remove the activity game board 130

to slide in a new activity game board (not shown) and commence a new activity.

[0065] As shown in Figures 17 and 18, the board game apparatus of the present
invention can also be used to teach the child to identify various objects and place
them in the appropriate matching scene. The child may be provided with a set of
pirate treasure related toys 142 - 146. The child slides in a treasure island activity
game board 140. The child is then prompted to pick up one of the toys 142 — 146 and
place it on the activity game board 140. The activity game board 140 acknowledges
the correct placement via audio cues. The child is encouraged to add another of the
toys 142 — 146 to build a three-dimensional scene on the activity game board 140.
Again, the activity game board 140 acknowledges the toy and its correct placement.
If a piece is incorrectly placed on the activity game board 140, the child is so notified
through visual cues and sounds triggered within the activity game board 140. The set
of pirate treasure related toys 142 - 146 in this game work only with the activity game
board 140. The child can remove all of the play pieces, put them back in their case,
and remove the activity game board 140 to in order slide in a new activity game board

(not shown) to commence a new activity.

[0066] In an alternative embodiment of the present invention, shown in Figures
19 and 20, a board game base 150 can interact with other multiple board game bases
in the vicinity (not shown). In this embodiment, the board game base 150 can interact

with another board game base via an external port 158, or wirelessly by using an

13
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appropriate technology presently known in the art such as Bluetooth™, Infrared, and
the like. The interaction with the multiple board game bases allows the multiple
players to interact on their individual board game bases. In this configuration, the
board game base 150 may also be attached to a monitor 152 via an appropriate
clectronic cable 154. A game picce 156 can be moved about on an interactive game

board 162 to function as a computer mouse, for example.

[0067] In an exemplary embodiment, the interactive game board 162 can also
changes its appearance in response to game play and present a different gaming layout
to the player. The interactive game board 162 thus provides a digital and dynamic
apparatus, in which the physical forms of the game pieces may look different for each
game. For example, a red cube game piece can create a similar response to a fluffy
duck game piece created in another game, or a plastic number ‘three’ might suffice in
another activity. In this embodiment, the intelligence of the game is in the unique
physical design of the inleractive game board 162, and its interaction with the
programmable chips in game pieces corresponding to the particular activities

supported by the interactive game board 162.

[0068] In still an embodiment of the present invention, a board game apparatus
170 may includes a touch-sensitive layer 172 overlying the activity game board 36, as
shown in Figure 21. As understood in the relevant art, the board game apparatus 170
utilize surface interactive technology to enable simplified surface computing using the
game pieces on “electronic paper” or an electronic platform. The touch-sensitive
layer 172 may thus respond to a child’s touch and change appearance, or provide a
virtual button or window 174 for usc in game play. Placing a game picce (not shown)
on the touch-sensitive layer 172 would produce a similar effect in the touch-sensitive

layer 172,

[0069] In another embodiment of the present invention, shown in Figure 22, a
board game apparatus 180 may comprise an active layer 182 used with an inactive
board game base 178. The active layer 182 may comprise one or more of a central
processing unit 184, a power source 186, and an audio device 188, in that these

components are not provided in the inactive board game base 178.
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[0070] In an alternative exemplary embodiment of the present invention, shown
in Figure 23, a simplified activity game board 190 may slide into any of the above

~ described the board game bases, and provide game play with complementary static
game pieces (not shown). This configuration may be used when battery power in the
respective board game base has been exhausted, or when a quiet game play period is

desired, without the audio responses otherwise provided by the board game base.

[0071] The simplified activity game board 190 may comprise a felt layer 192
disposed on a metal or cardboard backing 194, and the child may use felt game pieces
for creating a picture on the activity game board 190. Other examples of a simplified
activity game board 190 with complimentary game pieces include, but are not be
limited to, a magnetized activity game board and magnetic game pieces for the child
to create a picture on the activity game board 196, and a printed picture activity game
board with the complementary game pieces such as crayons or color pens for coloring

or drawing, using the board game base 10 as a support surface.

[0072] It can be appreciated that the board game base 10 of the present invention
has many advantages. Firstly, it is portable and an interactive development tool for
infants, toddlers and pre-school children which bridges real world objects with virtual
applications for teaching and learning. The portability of the board game base 16
makes it perfect for travel where young children require stimulation, skill
development and entertainment in confined spaces and while on the move. Secondly,
the board game base 10 enables young children to develop their fine motor and spatial
skills as well their numeric, language and sensory skills and guide them towards

computer usage without losing the important sense of touch and physical play.

[06073] Although the present invention has been described in considerable detail
with reference to certain preferred versions thereof, other versions are possible.
Therefore, the spirit and scope of the appended claims should not be limited to the

description of the preferred versions described herein.

[0074] All features disclosed in the specification, including the claims, abstracts
and drawings, and all the steps in any method or process disclosed, may be combined
in any combination except a combination where at least some of such [eatures and/or

steps are mutually exclusive. Each feature disclosed in the specification, including
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the claims, abstract, and drawings, can be replaced by alternative features serving the
same, equivalent or similar purpose, unless expressly stated otherwise. Thus, unless
expressly stated otherwise, each feature disclosed is one example only of a generic

series of equivalent or similar features.
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CLAIMS

What is claimed is:

1. A board game apparatus comprising:

a board game base;

an active layer disposed on said board game base, said active layer including a
plurality of graticules configured to detect at least one of a radio-frequency
identification antenna, a magnetic particle, and a programmable memory chip; and

an activity game board configured to generally overlay said active layer.

2. The board game apparatus of claim 1 further including a game piece
configured for use with said activity game board, said game piece comprising at least
one of said radio-frequency identification antenna, said magnetic particle, and said

programmable memory chip.

3. The board game apparatus of claim 1 wherein said game piece is configured as

a puzzle piece component of a puzzle.

4. The board game apparatus of claim 1 wherein said board game base comprises
a game platform generally enclosed by a front rail, a back rail, and a divider, said
board game base further including an end rail disposed so at to define a storage recess

in said board game base adjacent said game platform.

3. The board game apparatus of claim 1 wherein said board game base comprises
a central processing unit, a power source for powering said central processing unit, a

sound generating device powered by said power source, and a card slot for receiving

17
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said activity game board and for electronically coupling said activity game board to

said central processing unit.

6. The board game apparatus of claim 5 wherein said central processing unit
functions to detect said the activity game board when inserted into said card slot and,
in response, retrieves a gaming configuration for said activity game board and
generates a mapping between the context of a game defined by predefined areas on

said activity game board and said plurality of graticules in said active layer.

7. The board game apparatus of claim 1 wherein said graticule comprises at least

one of a magnetic sensor, a light source, and an antenna.

3. The board game apparatus of claim 7 wherein said magnetic sensor comprises

a reed switch or a Hall-effect sensor.

9. The board game apparatus of claim 7 wherein said antenna comprises a radio-

frequency identification antenna.

10.  The board game apparatus of claim 1 wherein said activity game board
comprises at least one of a geometric pattern, a plurality of images or figures, or a

game-related illustration that includes a predefined location related to game play.

11. The board game apparatus of claim 1 wherein said board game base further
comprises an external port for enabling wireless interaction with another board game

base and for enabling attachment of said board game to a monitor.

12, The board game apparatus of claim 11 further comprising a monitor coupled
to said external port via an electronic cable.

18
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13.  The board game apparatus of claim 1 further comprising a touch-sensitive
layer overlying said activity game board, said touch-sensitive layer functioning to
respond to a touch by either changing appearance or providing a virtual button or

window [or use in game play.

14. The board game apparatus of claim 1 wherein said active layer further
comprises at least one of a central processing unit, a power source, and an audio

device.

15.  The board game apparatus of claim 1 wherein said activity game board layer

comprises a felt layer disposed on a metal or cardboard backing.

16. A method of playing a game, said method comprising the steps of®
providing a game surface having an embedded plurality of graticules;
providing a game piece having an embedded identifier detectable by at least

one of said graticules;
tracking movement of said game piece across said game surface by sensing

said embedded identifier; and
providing an audio or visual response when said game piece is moved to a

predetermined location proximate one of said graticules.

17. The method of claim 16 wherein said game surface comprises an activity
game board overlying an active layer, said active layer including said embedded

plurality of graticules.
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18.  The method of claim 17 wherein said activity game board is configured for a
first game, said activity game board replaceable by a second activily game board

configured for a second game.

19.  The method of claim 16 wherein said game piece comprises at least one of a
radio-frequency identification antenna, a magnetic particle, and a programmable

memory chip.

20.  The method of claim 16 wherein said game surface comprises an active layer
such that said game piece can function as a computer mouse by moving across said

game surface.
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